ABSTRACT
INTRODUCTION
As more institutions of higher education provide quality distance education to a wider array of student learners, weeks of a nineteen week course, fifty-eight psychology graduate students were assigned to create their own avatars, embark on a number of group-based, constructivist-type virtual field trips and answer a series of research questions about their experience. According to Gray (1997) , constructivist teaching and learning includes DAVE HARMEYER ** By the following features: student-centered, process is the approach vs. outcome, involves negotiation, teacher as researcher, interactive, and shared responsibilities in the areas of decision-making, power and control (Gray, 1997) .The online course objective for the SL field trip was to achieve three student goals (engage in group observation, apply research concepts to shared experiences, and answer a set of research-based question to be posted to group blogs) based on the student learning outcome of developing a basic understanding of how to plan and conduct psychological experiments within an immersive environment such as Second Life.
Literature Review
The literature demonstrates that 3-D online worlds are increasingly being used in higher education to teach in a number of academic disciplines to students who appear to be learning within a constructivist-type model at the same or increased levels of engagement compared to face-to-face learning. For example, Lansiquot (2009) , when teaching an advanced technical writing course as a hybrid (face-to-face and online) class, found "Blending virtual communities" gave students, "a stronger purpose to write well and write to engage their peers" welcoming "the use of new technology and commented on how it helped them to avoid the boredom in the classroom that they often experienced" (2009, p. 62 
Constructivist-Based Teaching in Second Life
A number of educators in higher education have used second life with different learning applications within a constructivist framework. Delwiche (2009) 
Results
Results were codified in the final step of the virtual field trip in which students worked in their groups to answer a series of nine research questions (Table 1) (Table 2 ). For the survey item, "Overall, I
enjoyed my experience in Second Life," a total of fifty-three percent responded agree or strongly agree (Table 2 and Figure 7 ). For the survey item, "Being part of a group aided in my learning of research concepts," eighty-one percent of students chose agree or strongly agree. (Table 2 and It is hoped that these suggestions will further the capacity of teaching within immersive environments like Second Life and spur on the conversation for higher quality of student engagement and learning in all forms of online learning environments.
